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KONAM INC 


&n;im. Inc. -.i-arr E viti tr> tfy ordinal purchaser di chs Kenaini software pnccAJci thac me nieciun on 

wrtdi this ccrnputer program 4 r«rVdn.-.J is fi^* 1 rrrvn tJ^Ts in materials and 1 AorkmansInp for a 
period of ninety 190 ) diys from Che date erf purchase. This Kfervimi siiFiwate pfttgttfli is sokl "as Is;' 
lAtthcui express or imp led warranty of a ny kind, ^nd k'enami h not £ihy parjr ?/ Xj v ^ ", r. 5 r kLi r 1:. : . 
Of pny kirtf resufting from use of chis p r ogrere Konarr agrees for 3 periue erf rwvXy |' 9 QJ tf-iryv. tv 
eitl>?.' repair rv re^lftos, ai ils option, free of c hafge„ any Kanami soiTivare product pastage paio'. 

with proof of datt of purchase, at its Rirtory Service Center. 

rhs warranty is not appfrcatfe to n^rmaF 1 a*?-: 1 r and tear TTis rranfy ■ l-; r. nnc Jje 

appteatrfe and shafi 1 be void if ^x= defect in the femam software product has arisen 
jhripugh afWSfij 1 jrueasona b le use. mlstrejomens cr neglect. IHlS WARRANTY IS IN 

UEUGf ! QTlf-IFR 'VtWRRANTTES AND NO OTHER H E Ft* E !i E N 1 A 110 rvS OH 
CLANGS OF ANY NATURE SHAH !: :F fll.MDJNu QN Of? GFiLIGATL XCJNAMI. 
AMY IMPLIED VUNWfcANT IE 5 APPLICABLE TO THIS SOFTUyAKF .^ODLJCT 
INGLUCTWG tiftiafoANTIES OF MERGHANWeiUTYAMD FITNESS FOR A 
PARTICULAR PURPOSE, ARE LIMITED fO I HE NINETY | 90 ? DAY PERiOP 
□ESCRfHED AffOV^. IM NO EVENT 'JV1LL KONAAIi BE L.'AbLE hOf? ANY SPECIAL, 

■ MCIDENTAI OR CONSEQUENTIAL QAMAJCiES RESLJLriNG FROM POSSESSOR 

USt Oft MALFUNCTION OF THIS XONAVII SOFTWARE PROPAJCT. 

Some stales <k) rv11 riiftw liristaiions as te hew long an ineplied warranty 
last Jid/or neeI u Sion :> 0 r liniit.iikjns of >xkJerital or c ens Eqeien P a I 
damages eo the aDcw 'iniUiti-nnv a.nc1/0/ ewdtAJCns Of 1 viL* Hy may 001 
app,y ec ye u. Ihjs warranty giws you specific rights, and >*00 
h*ue orher rights which vary from state eo state. 
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Ybu have just purchased Hie autherscic Koritimf home 
version of Track S FVeld. one of Konami's n?n.ny nriginraf 
arcade hits. We suggest that you read this instrsjEfion 
manual thoroughly before pfayfng the game. 
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rake Your Mark! Ybure in for the ^rkout of ycwr life, fight 

grueling events await you. Tri order: 

T) l DO - M e te r Dasn 
2 ] Long Jump 


7) Archery 
HJ High Jump 


4\ Javelin Throw 


or against the compute,' - . You 


can choose novice or expert levels, feu can even choose which event 
comes first. (The others follow in order) 


to proceed,, you have to make the qualifying time, or di 


Track & Held can be played by one or iwo pfayars 


. it 


there are two players, play alternates from one to the other 


either Control | f j or Control [2J. When 


two payers are competing 


, hoth Controls must be used. 


Be fere play begins, use the SELECT button to choose T- or 2 -player 


novice level 11P A or 2P A) or level f 1F B or 2P BJ Then press 


the START button, and when the game selection screen appears, use 


the SELECT button to ctioose your first event, Now you're 


If 
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Control Pi-id Ijiirtlpf 

controls timing and 3r>gJe orjipmp in 
.uhtetic events, shcc release in sftin everts. 


A BiittftrT 

not used 


A Buttun [run) 

■: on t rat running $pwJ 

■n .1 r i c; ™=n r.-L 


sneonnv ?i iti and timing! 


■ti -,k 'll £vsnts. 
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Select fciLrttmn 

for cheesing number o i p I ayws, 

k^l Of tDfTpttftiTjR cirKl first 


Start B utton 

begins game, pauses. action 
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IQOm Oish 


longjump 


? 10 m Hurdles 


Javelin Throw 


Sheet Slviiitifig 


Triple Jump 


High Jump 


i 






Watch for an appearance by ofle of these crowd-stepping competitors 

each visit means 3,000 dorms points for you! 

Mole 

imo j (Bonus pares amoj 


Jocular Pig 


UFO 


[Bonus poirirs .1, QGQ | 


j ifoOut pcn-na 
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High score 


world record 


flayer 1 score 


Qualifying time- 


FTaye/ 2 scone 


Ynur time indicator 
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FTJyer I 


Pfayer ? 
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IQO-Meter Dash 


The contest is raw speed, but its net as easy as ft looks. How fast you 
run depends on how fast yui j can keep hitting the J A'" Button—it takes 


a rapid fire finger ,'ust to qualify! And don't jump the gun—three false 


Long Jump 

Buifd your speed with the 'FT Button, time your takeotf and, at the 
touoh of the Control Pad, eft you yu> Distance is detemined by your 
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110-Meter Hurdles 
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good. But be careful—one missed hurdle, arid you re history! 


Javelin Throw 

Once again, you must build speed with the 'A" Button and release with 




the Control Pad, but there's an added twist: the angle of your throw. Ff 


ft's too low, ft'll fade; too high, 
get ft just right. 
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Ske et S hoot i ng 


comes into your sights. But which trigger? TV Button shoots right 
Contnof Pad left—yoiTif need lightning reflexes with froth hands to 






Irlple Jump 

h . .* ■ ■ -j _ i__ 
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with the r A r ‘ Button and take off with the Control Pad—but the real 
key fs timing your second and thfrd takeoffs perfectly 


Archery 


. 
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'A" Button or Contiof Bad...and remember, the longer you keep it 
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High Jump 

The toughest challenge of al! - the one that separates the n'sen from the 

not once. 


l 


i 


but severaf times—to make it over the bar cleanly 
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at Your Kona mi 


Carefu I ly 


* This Kcmami Game cassette is a precisron-crafted device with 

cample* electronic circuitry. Avoid subjecting it to undue shock 

or extremes of temperature. Never attempt to open or dismantle 
the cassette. 


- Do not touch the terminal leads or aiiow them to come into 
contact with water or the game circuitry will he damaged. 


■ Always make sure your computer is SWITCHED OFF when 
inserting the cassette or removing it from the computer. 


* Never insert your fingers or any metal objects rnto the terminal 
portion of the expansion connector, Thfs can result in malfunction 
or damage. 


REGULATIONS 


COMPLIANCE WITH 


This pquipr'ftenr generates and uses radio frequency energy rfnd if not ins trilled arid c.jSj^. 1 p to p£rI 
ihatti, m s met acra rd an ce w*th the manufacture Cs instnuCtfeny m^ycaus* i n pprlferanc e is radio a rad 
te I £vi n on reception, -it nas been type tested 3rtd feurtd ro v/i c h r n e limits lor a Class U ccrepjt- 

«ng e'e wc e in accordance with the SfWCiJkatfcXiS in StSspart J of Fart 3S of K.C ft j I c s.. which are 
desigrcc to provi cj r rrHitrufife prelection agains r such i ms rfe rence in a res i d c-n ha I installation 
howe vcf. there is no guyr^ntee chiai nnphUpnen ee will nor occur in a particular 'nstaiiation. if this 
equipment dots cause I nwrf ere nee m radio or television reception, which can be determined by 
i: ii i iii q the equfunent off and on, the user Is encouraged to try Lo correct the ihierfisceno? ty one or 

more of che following measures: 


— Reorier'i z cIhf- rete to ing antewia 

— ReJocare ?he rdEzh wttt\ respect to che receiver 

— Mo we tfw NES awfrom the /kc rvr j 

— plug tre NES into n differ* ootlet SO thar computer and receiver are on aitferenc circuits. 

Jf necessary the user should consult thedealer or an tup* 1 ienced i .Art fcVie I ft i sifltfi technician tor addi- 
n era I-suggestions. The user rre ry firicJ tfre (b Lkj^i frg iXM+d^t prepared fty ihe Federal Communi cations 
Commission hcfpfui: How to Identify and ResoK* Radio-TV Incerfejenoe Problems. This booklet is 
;tygjlabfe frrjm \! te I iS. GOvftrrneni Pi nvrag Office, WasJiingpon, DC 1 0+32. Stock No. 004-00(MB3fl 5-4 
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